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/message from our founder 


| am thrilled to extend a warm welcome to each and every one Of you 
as you embark on an exciting journey with us at Playtime Co.! As the 

~ founder of this incredible company, it fills me with immense pride t 
see our family grow and flourish. Playtime Co. was established with 
one mission in mind: to bring joy and laughter into the lives of children 
around the world through the creation of high-quality, innovative toys. 


Over the years, our humble factory has blossomed into a world- 
renowned institution, capturing the hearts of millions. Our dedicated 
team of designers, engineers, artists, and dreamers work tirelessly to 
craft toys that not only ignite imagination but also inspire innovation 
and exploration. From whimsical stuffed animals to mind-bending 
puzzles, every product that leaves our factory is a testament to our 
unwavering commitment to excellence. 


At Playtime Co., we strongly believe that the true magic lies within 
our people. Each one of you brings a unique set of talents and 
perspectives, and it is through collaboration, creativity, and teamwork 
that we can continue to shape the future of play. As a member of our 
team, you are part of something extraordinary, and your contributions 


will have a direct impact on the lives of children across the globe. 
We look forward to everything you'll do and accomplish here. 


And remember, envision that future you desire, and never loosen your 
hold on it. Because even something so simple, so small as a toy, can 
change the future if it makes even one child feel less alone. Do this, 
and before you know it, you'll live that brighter future. All it takes is 
time. So, what’s the time? 


"PLAYTIME!" | 
Me Lg A 
Elliot Ludwig . 


Founder & CEO 


A GREAT AMERICAN 
COMPANY 


Playtime Co. was founded in 1930 and became the most renowned toy 
manufacturer in the world. Today, we’re still known for our commitment 
to quality and our mission to bring joy to children everywhere. 


Although we've created many widely beloved toys, such as Bron, Candy 
Cat, and Poppy, it was the release of Huggy Wuggy in the 1980s that took 
us to new heights. 


How does a company that’s more than six decades old stay ahead of 
the market? Innovgtion is key. We never fall back on past 
glories—we're always looking to the future! 


But we also believe the history of this factory means something. While other 
companies move their factories overseas to reduce costs, Playtime Co. is a 
proud American company and will always manufacture its toys right here in 
the United States. 


You may have heard rumors about problems at Playtime Co.—that our profits are 
declining and our new ideas aren't working, and even that dangerous incidents 
have occurred at the factory. This nonsense is put out by our rivals and 
disgruntled ex-employees. Don’t believe it and please don’t repeat it. 


You're joining a company that’s on the up. The future is bright, and we believe 
the 1990s will be our most successful decade yet! 
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" EMPLOYEE 
| GUIDELINES 


Playtime Co. runs on a set of principles we like to call: 


(Fundamentally 


@leantiness 
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Yourselves 


See, even our rules are FUNNY But not if you break them. 


THEY CAN BE VERY WEIRD 
ABOUT THIS! ee 
INSPECTIONS TO MAK 
SURE EVERYONE'S. . 
FINGERNAILS ARE a ; 
THAT KIND OF THINS. 
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Stay at your station until the bell rings for the end of your shift, unless 
you have permission from a supervisor. Note that it is company policy 
not to allow overtime. 


Our surveilLance system is important to safety, and any attempt to 
interfere with it will result in termination of your employment. We watch everything 
you do because we Care. 
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Playtime Co, eniplayees who ; 
violate NDA policies will face 
termination. 


All our products and the processes used to make them are ae 
So if you experience: < 


e HalLucingtions 

@ Dizziness 

@ Disorientation 

@ Sudden vomiting 

e Symptoms of schizophrenia 


Don’t worry! The effects wear off and will not have long-term side effects. 


However, you should report any such symptoms to your supervisor. 
Please make very Sure you haven't reported it to a hallucination 
of your supervisor. 


We are an inmmovdtive company, and that means you may see things 
while working here that seem strange, or impossible to understand. If this 
happens, don"t worry! This is just how we try out new ideas, and 

it will all make sense eventually. 


Like any company, information about what we do Is valuable to our 
rivals, so we ask you never to talk Gbout whgdt goes on 
in this factory to anyone. [hey don’t need to know, and it’s 
better all around if they don’t! Remember the non-disclosure agreement 
(NDA) you signed before starting work here. 


And, in fact, don't talk to one gnother unless strictly 
necessary. Chatter and gossip on the factory floor is distracting and 
can result in harmful rumors being spread. We urge employees to be as 
silent as possible. If you like to whistle when you work, don’t! 


We expect Loyalty from our employees. If you're asked to do anything, 
don’t ask why—just do it! If it wasn’t necessary, we wouldn't be asking. 


It’s very important you respect Clearance Levels. We will 
decide what you do and don’t need to know to do your job. There 
will be consequences for anyone snooping into areas they don’t - 
have clearance for—you may lose your job, or worse! 


lf you see anyone breaking company rules, or acting in a way that might 
work against the company’s interests, report it to gd member of 
the security team at once. A lot of our most valued employees 
got where they are today by reporting on their colleagues! 


Don't forget, it’s a rule that you must report any rule-breaking you see. 
A failure to report rule-breaking is against the rules, 
and you can be fepoed for ia 


We have a lot of visitors coming through the factory, and when you see 
visitors, remember you represent the Company. You represent 
decades of tradition and excellence from one of 
the world's Leading brands. No pressure! 


te oe oe these nls don’ t "forget to to have fun! We like 
to think le e spit of fun inside our Taetory can a felt in ay iy we e make. 


lf you need a refresher on these rules, please refer to the Employee 
safety Rules informational videotape. 


FOUNDER 


The man who started it all. A good 
old-fashioned all-American, his 
brilliance and determination made 
this company what it is. Playtime Co. 
wouldn’t be here without Elliot. His 
death saddened us all, but he remains 
an inspiration and the company 
continues in his memory. 


LEITH PIERRE 
HEAD OF INNOVATION 


Innovation is key here at Playtime Co., 
and Leith understands that tradition 
better than anyone. What will toys look 
like in the twenty-first century? That’s 
the question we’re asking, and Leith is 
determined to answer it. He drives his 
team hard, but he gets results! 
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ELLIOT a Ser OF THEM 


LEITH HAS BEGUN oe 
TAKE OVER: THINK 


ELLIOT'S worK, HIS 
TRADITIONS . - - 


STELLA GREYBER 
HEAD OF PLAYCARE 


Stella is the real heart of this 
company—she might just have the 
greatest job in the world! Between her 
roles at Playcare and the Game 
Station, she’s in charge of helping our 
orphans play games and have the 
time of their lives. It’s like never 
having to grow up! (Please note that 
working in the Game Station requires 
you to be a responsible adult.) 


STELLA IS A very ODD INDIVIDUAL. 


LIKE, WEIRD EVEN BY 


S 
THEN COMPARES PEO! 
Mee ES] APPARENTLY SHE'S LIKE 


THAT ALL THE TIME. 
See er 


| | : EDDIE? M.N. | RITTERMAN 


| HEAD OF RESEARCH 


Edgie hee Been working on new facilities here at the factory. We can’t tell you much 
about what he’s working on—he doesn’t always tell &§ much about it! 
But we're sure it will lead to great things! 


JIMMY ROTH 


CHIEF MARKETING OFFICER 
In today's crowded m 
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Co. to the next level ave helped take Playtime He IS A GENUS. ALL THE 
might say so! el. Is he a genius? Some EXECUTIVE STAFF SEEM 
| IMPRESSED BY Him, BUT 
He TAKES CREDIT FOR 
EVERYTHING. HE IS 
OBSESSED WITH PUTTING 
AN “Ee” SOUND ON THE 
END OF NAMES. | ONCE 
HEARD HIM CLAIM (T WAS 
yIs (DER FOR HUSSY 
wuaey TO BE BLUE 
HEAD OF 


THERE'S NO ENTRY FOR DR. HARLEY SAWYER, 

SPECIAL PROSECTS, KNOWN TO MOST AS JUST "THE 

He's HEADINGS UP THE BIGGER BODIES (INITIATIVE 
AND THINKS HE CAN SAVE HE WON'T 

LISTEN TO ANYONE . - - 

19 


OUR PRODUCTS 


All employees should be familiar with all our products, so please read this section 
of the guide carefully. Our popular characters are the personalities of the company, 
so don’t think of them as products—think of them as colleagues: 


Larger-than-life models of our characters are famous features of the factory. 

In the past, our employees have been asked, “What's it like working with Huggy 
Wuggy?” If this happens to you, say something like, “He’s a fun, friendly guy who's 
always got your back!” 


Whatever you say, please make sure it fits with the established persona of Huggy 
Wuggy, or whichever character you're talking about. Deviating from this could be hugely 
damaging for our brand. You must know these characters like they’re your friends. 
Come to one of our Wuggy Workshops if you feel you need help with this. 


It’s vital to our corporate identity that people believe the Playtime factory is a place 
where magic happens. If anyone asks you about working here, tell them about the 
amazing connection we all have with these beloved characters, rather than the truth. 
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THE wuGGY RANGE 


“You'll ifaw them already—they’ re everywhere! 


Huccy wuacy 


was a huge hit with kids and has 
become our best-known toy. He’s 
the friendliest, furriest fellow you 
could hope to meet. He always has 
a smile for everyone, and he doesn’t 
talk much—he just likes to hug. 


Our market research showed anxious 
kids respond well to a toy they can 
attach to themselves, so we designed 
him with Velcro pads on his hands. 
Once he hugs onto you, you can’t 
lose him! And he can’t lose you. 


A recent survey said 87% of people 
who were asked what product they 
associate most with Playtime Co. 
named Huggy Wuggy. We believe that 
in the 1990s Huggy Wuggy will only 
get bigger! 


QUALITY 
TESTER 
CHECKLIST: 


e Do the Velcro 
pads work? 


e Are Huggy’s eyes and mouth 
the correct distance apart? 


e Are Huggy's arms and legs 
of equal length? 


KISSY MISSY 


Due to the huge success of Huggy 
Wuggy, in 1985 we launched Kissy 
Missy, a female version of Huggy. She is /- 
officially Huggy Wuggy’s “better half,” 
but be aware this is just a figure of 

speech. It should not be taken to mean } 
Huggy Wuggy is in any way bad. 


Kissy Missy has exactly the same 
product specifications as Huggy Wuggy 


but with pink fur and lashes on her 
eyes. Aside from these two things, all 
components of Huggy and Kissy are 


identical and interchangeable at the NOBODY EVER ay 
duction stage. KING 
production stage < —  proke MA N BUT 


SAME TOY ASAI 
(N PINK, HUH? 


MINI HUGGYS 


These were introduced as a lower-priced version of Huggy aimed at children with 
less pocket money. However, with four different colors (yellow, red, green, and blue) 
they are also extremely collectible. Additionally, they can be linked together to form 
a chain of Mini Huggys. The best part of this is there is #90 Lisnni¥ to the 
number of Mini Huggys that can link, so any child can—and should—always be 
encouraged to buy more. 
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MOMMY LONG LEGS 


This is a perfect example of how a product 
that doesn’t seem right at first can become 
a huge success. We wanted to follow the 
Wuggy line with a different take on 
long-limbed toys and came up with 
Mommy. At first we didn’t think she was 
going to work out, but after we tested her 
on our Playcare orphans, she was a huge 
hit! All the kids loved her* and we felt the 
whole world deserved to be introduced 


to Mommy Long Legs. 

SS __ yest, THAT'S he 
We launched the toy in 19914, with stretchy quite THE WHO 
legs made from Playtime Co’s patented a 


elastic plastic. Please note that the original 
guarantee—if Mommy’s legs snapped you 
could send your toy to us 

for a free replacement—is no longer valid. 


*Except the kids with a fear of spiders : 
or the color pink. 


FUNTIME FACT 
If you gathered every Mommy Long Legs toy sold since 1991 and tied their pe 
together, they would stretch all the way to the Moon! But part of the chain would 
burn up in Earth's atmosphere, so don't try it. 


THE LONG 
LEGS FAMILY 


Family is such an important part of what we do at Playtime Co. and 
it’s at the heart of our products. That’s why we created the Mommy 
Long Legs and Family set, which packages Mommy with Daddy Long 
Legs and Baby Long Legs. 


Note that Daddy Long Legs is #90 just a reskinned version of 
Mommy with a hat instead of hair. His body sections and hands 
are a different shape than Mommy's. So if you’re working on 

the Long Legs production line, ensure you have the correct mold 
installed. One time we ended up accidentally making a batch of 
blue Mommy Long Legs. We had to sell them to China under a 
different name (“Lady Ice-Spider’), and we don’t want to have 
to do that again. 


You may notice Baby Long Legs does not have long legs. An 
early concept, where their legs would grow as they were fed, 
was abandoned as unworkable, and also kind of disturbing. 


Mommy is caring and sensitive, Daddy is good at barbecuing 
and has a mustache. The Long Legs Family represents traditional 
family values—human family values, that is, not spider family 
values. Some spiders eat their own mothers after hatching, and 
that’s not what we're about as a company. 


\T E SWAP-IMALS 


= They'r rea a bit of this and a bit of t that! a 
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CAT-BEE 


Cat- Bee is one of our rrecent success stories. She’s a fusion of a cat and a bee. 
We did test more imaginative names, but Jimmy Roth advised us to go with the — 
more direct approach, and as usual, he was right. When people hear “Cat-Bee?’ 
they understand exactly what she is. 


Cat-Bee is playful and loving—look at her heart-shaped paw pads! A lot of 
people ask if she stings. The answer is, honestly, we never thought about it 
in that much detail. 


Cat-Bee is so popular with kids, we’ve made her the product they can 
manufacture for themselves in the Make-A-Friend room 


PJ PUGAPILLAR 


Following the same “pet and insect” formula as Cat-Bee, we created 
PJ Pugapillar. Whereas Cat-Bee is more cat than bee, PJ is more caterpillar 
than pug. 


PJ loves games. He’s like those dogs that follow you around hoping 
you'll play with them! We made him part of the Statues games in 
the Game Station for this reason. 


Please note that PJ’s body has TWENTY =FUUO segments, which 
means fOFF¥=£OUFP’ legs. Quality control checkers on the PJ 
production line should count these segments and ensure no PJ is shipped 
with too many or too few. You might think kids don’t notice this stuff, but 


trust us, they do, and they send us letters. 


Elliot Ludwig has never been a man to coast along on one success—he 
always wants the next thing to be bigger and better. So even as Huggy 
Wuggy became the nation’s favorite toy, he was planning the next thing, 
and that was Smiling Critters. 


The Critters are a group of animal friends, each with a distinctive color and 
a symbol they wear on a pendant. Each has a clearly defined personality, 
designed to express the values Elliot believed in. We're 

very proud of this line, and we feel it was creatively very successful. 


AH, COMPANY SPIN AT ITS 

CRITTERS WAS R. We WERE DOINS 

GREAT — THE H )GGY MILLIONS WERE 
ss DECIDED To Ur 


CRITTERS. EVERYONE 
THINGS WOULD BE A 


HAD HUSE SALES TARGETS! 


‘THE CRITTERS 
CARTOON 


Bringing our toys to life! 


To make sure the Critters’ personalities were known by the target market, 
Playtime Co. embarked on its most ambitious marketing campaign yet, 
funding the production of the Smiling Critters cartoon series, which aired 
on Saturday mornings during the summer of 1989. 


The show combined wild and wacky adventures with a strong moral message 
for its young audience, and we were very satisfied with how it turned out. As 
it was principally designed to support the launch of the toy line, it was never 
intended to run for more than one season. 


YEAH, RIGHT! if THE SHO 
(T WOULD STILL BE 
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RUNNINGS TODAY AND THE MOST POPULAR 
CHARACTERS WOULD HAVE THEIR OWN 


IN-OFF series AND 
TO-NIDEO "MOVIES’ THAT ED OUT T 
ge ONLY eIETY-EISHT MINUTES LONS. 


THE SHOW SUFFERED BECAUSE OF THE PROBLEMS oY 
UT THE SHOW (ITSELF WAS NOT -_ 
THE CALM, 
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STUDEN 


Parents report toy cat causes kids to have intense nightmares. 


A series of incidents where 
children have suffered unusual 
sleeping patterns has been linked 
to a new toy made by Playtime Co., 
famous for its Huggy Wuggy 
character. 

In recent weeks, doctors across 
the country have noted a rise in 
parents reporting their children 
are suffering from intense 
_ nightmares. There seemed to be 
no obvious cause for this, until 
one family reported the problems 
had completely stopped after 
their child lost her new favorite 
toy on a day trip to the woods. 

The toy in question was 
CatNap, a central character in 
Playtime’s heavily promoted 
Smiling Critters line. Further 
research quickly showed a 
strong link between these sleep 
disturbances and ownership of 


THIS (S THe KI 
S THE KIND OF 
LED CATNAP To pe - 


CatNap toys, leading to speculation 
they are caused by the scent the 
toy emits. 

As yet, the link is unproven. 
Many concerned parents arent 
waiting for an explanation and 
are throwing their CatNap in the 
trash—and urging others not to 
buy the toy. 


HING THAT 
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MEET THE GANG 
| Theyre charming and smell great, too! 


Each character has a charm symbol and a scent, reflecting 
their personality. The idea behind the Smiling Critters was any 
child should be able to find at least one character they really 
relate to and could have a special bond with. But that 
shouldn’t stop them from buying the others, too! 


CATNAP 


CHARM: Crescent Moon 
SCENT: Lavender 


CatNap never speaks but is 
a reassuring presence for 

the others and puts them to 
sleep at the end of the day. 


DOGDAY — 


CHARM: Sunshine — 
SCENT: Vanilla : 
DogDay is very much the leader of the 
group, and where CatNap is silent and 
_ reserved, DogDay is energetic, upbeat, 
_and welcoming. He represents values of aS 
_ friendship and support. = 


BUBBA 
BUBBAPHAN 


CHARM: Light Bulb 


SCENT: Lemongrass 
Bubba Bubbaphant is smart and 
knowledgeable, and we wanted him to 
represent the value of studying and 
reading. He often makes interesting 
observations and loves to share his 
knowledge with his friends—whether 
they want to hear it or not! 


WANT To HEAR rr7 
YEAH, | CAN RELATE 
TO THAT 


BOBBY BEARHUG 


CHARM: Heart 
SCENT: Rose 


Bobby BearHug is caring and loving, and 
whenever any conflict is brewing among the 3 
gang, she's the first one to remind them all what great : | 
friends they really are. She loves hugging and will always suggest 
activities that involve everyone and help build bonds among them. 


HoPPY HoPs 


CHARM: Lightning Bolt 


SCENT: Peppermint 
A real tomboy, Hoppy 
Hopscotch can be a handful 
to deal with—she’s impatient 
and can be loud. But she’s 
also energetic and positive 
and is a big motivator behind 
the gang’s activities. She’s 
designed to show the value of 
- getting out of your comfort zone 
and trying something new. 


CoTCH 


KICKINCHICKEN 


CHARM: Star 

SCENT: Viang-ylang © 
KickinChicken is all about having fun 
and being active. He’s a skilled 
skateboarder and a very cool 


customer, but underneath that Gay ene LIKE 


hip exterior, he scares easily! PRISED 
He faces down his fears with “cane am e 
the help of his friends. ne E oe OF 


ELSE _ 8 


CRAFTYCORN 


CHARM: Color Wheel 
SCENT: Jasmine 


The artist of the group, CraftyCorn can be a little shy 
and awkward when talking to others—it’s in her art 
that she truly expresses herself! She’s all about 
creativity and seeing the beauty in ordinary things. 


toa 


CHARM: Apple 
SCENT: Citrus 


PickyPiggy loves food—preparing 

it and eating it! While her friends 

go about their busy daily lives, Pig TE 

makes sure they eat properly—making food that’s 

balanced and nutritious and urging them not to skip meals. 


The Smiling Critters line is undergoing an overhaul at the 
moment. We think it’s clear many of the characters could 
support their own product lines: PickyPiggy-branded snack 
foods, CraftyCorn-branded art supplies, Bobby BearHug— 
branded family therapy services, etc. We still have great plans 


for these guys! \ 


rr FAILED. BUT THERE 
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JHERITAGE PRODUCTS 


~ Meetthe toys that made this company great! 4 


POPPY PLAYTIME 


Poppy was launched in 1950 and really 


put this company on the map. Talking dolls 
had been around for decades, but Poppy 
was different. She wasn’t just a talking 
doll-she was also a LiSt@ ning coll. 


When Poppy was first launched, people couldn’t 
believe that you could talk to her and she would 
talk back. But it was true. They all wanted to 
know how we did it, but the technology remains 
a closely guarded secret to this day! 
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SELY GUARDED. 


O 
CT SURE IS IGN MULTIPLE 


me 
THEY MayING ('D NEVER TALK 


REFUSED TO SAY MORE. 


We made clear in the instructions that if Poppy was dismantled by untrained 


personnel, she would break and no refund would be offered. That seemed 


to discourage people from poking around inside their Poppy doll. 


Poppy was the perfect companion for lonely children—a sweet, perky little girl 


who could never be mean or spiteful and would always listen to your problems and 


offer a kind word in return. If you had Poppy, you didn’t need anyone else, not ever! 


Poppy was originally priced at $5.99—that’s about $36.00 in today’s money!—but 
being so cutting-edge, she was a premium product that people were willing to pay 


for. Especially for busy working parents who didn’t have time to talk to their children. 
We sold @ LOF of Poppy Playtimes to them. 


——_eeieteneseenereresra 


Dinosaurs were big in the 

| 1960s—well, they were always 
_ big, but you know what we 
-mean—and Bron really took =, 
off when we launched himin 4 7 
1961. Market research told | 
us a brontosaurus would be 

a popular choice, and they're 

— less difficult to make than 

- those dinosaurs that have 
horns or plates on their 

back. He’s a cuddly, lumbering 
sort of guy with a wry sense 
of humor. 


BOXY BOO 


Boxy Boo was a mischievous 
fellow we brought to the market 
in 1966. He’s a jack-in-the-box 
with a difference: Not only did 
his head spring out of the top 

of the box, but his arms and legs 
also sprang out of the sides, 
offering more play possibilities. 
Boxy has since been discontinued, 
but we might rework him to bring - 
him into the 1990s. 


aac 
shave been killed 


- OTHER LINES 
| CANDY CAT 


In the 1970s there was a danger of our products seeming 
old-fashioned, so in 1979 we launched Candy Cat as a more 
free-spirited character with a mischievous, even rebellious side. 
She just loves candy! What made this design really successful was 
| Candy’s lolling tongue, which kids could roll up and put back into 
her mouth. Meanwhile, the hatch on her back meant you 
could literally stuff her with candy—or whatever 
you liked! She's still 
=™, available to purchase 
) in the Gift Shop today. 


BUNZO BUNNY 


Bunzo is a cheerful yellow rabbit 

who loves to celebrate birthdays and 

clashes his cymbals together when he’s 

excited. This toy is equipped with the 

4 ability to remember up to eight 
birthdays and deliver greetings on the 

<q day itself. Kids love to freak out their 
family and friends when Bunzo tells 

» them when their birthday is! 


FOR CHRISTMAS 1993! From the people who brought you 
Huggy Wuggy, here’s Boogie Bot, the cutest little robot you'll ever 
see! He loves music and he loves to party! But he also knows 
when it’s time to stop partying and help with the cleaning. Order 
now as we expect VERY high demand for Boogie Bot! 


| RED ECTED DESIGNS 


ly We don’t; always get it right! Here are some 
_. _ of the products we've developed that didn't 
| make itto market. : 


| —=— ee ee 


SIR POOPS-A-LOT 


This classy, dignified fellow came with his own 
toilet, but he was rejected after focus groups 
had an overwhelmingly negative response. 


FUNTIME FACT 


The designer who came up with this was fired! 


The concept behind this orange spherical toy was that kids 
could hit or kick him. We could say this was rejected for being 
contrary to Playtime Co’s brand values, but the truth was no one 
liked him. He was resubmitted under the name Push-Me-Paul 
and rejected again, because the name was not the problem. 


DAISY 


Daisy was a marionette in the form of a 
flower. During testing she made children 
cry, so naturally she was rejected. The 
last thing we want at Playtime Co. is 

for kids to be scared—we would 
never knowingly design a toy to 
be frightening. By the time this was 
discovered, Daisy had already been 
added to some of our branding, and 
we may try to revive the character in 

a less creepy form some day. 


OWEN THE OVEN 


A Paae a toy with a aieencel Well, two 

_ differences: First, he had a lovably grumpy 
expression, but second, and more important, 
he was a fully functioning oven with a top 
temperature of 400 degrees Fahrenheit. He 

could be used to bake small cakes, mini 
pizzas, cookies, etc. Sadly, during testing 
several children received third-degree burns. 


SUNNI BUDDI 


Another flower toy. The issue here was that 
we never worked out what he was meant 
to do. He’s just a flower in a pot. 


SURPRISE HARE 


a 


This was planned as a toy in the Be 
money range, maybe with different colors 
and shapes to encourage collectability. 
However, it fell out of favor when we 
pivoted to larger toys. 


ET STONE | 


Our design team insisted this was a genius 
| idea, but focus groups just thought it was 
some kind of joke. 


BARREL O'HUGGYS 


We loved this extension of the Huggy brand! 

These barrels of small elastic Huggys could 
connect to form chains. Unfortunately, in testing we 
found kids would mistake the Huggys for 

candy, creating a choking hazard. A shame, but 


the customer is always right! 
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Our reputation as an innovative 
company is important to us. After all, 
we're the people who made Poppy 


Playtime. We’re always working on ; THIS HAS BECOME Ak : 
smarter products—toys that do things RUNNING JOKE mor 
you've never seen a toy do before! my TEAM. AS SOON = C 
NYTHING GOES WRO 
But no experiment ever comes without SOMEONE WiLL nee 
a little risk, because after all, if we "EVE RYTHING S yy 
knew what was going to happen, it ON io She 
wouldn’t be an experiment! Please 2 of THAT 


don’t be alarmed. We know what we’re 
doing, and we always have everything 
under control. 


The important thing is not to venture into areas where these experiments are taking 
place, and then you never have to worry about them. They always say, what you don’t 
know can’t hurt you, and it’s true! However, from time to time you may be asked... 
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THERE ARE A LOT OF 
THINGS ( WISH | DIDN'T 
KNOW. EXPERIMENTAL 
DOESN'T COVER WHAT 
GOES ON INSIDE 
THIS PACTORY — 


OF WISH CF HADNT 


For those employees involved in our experimental programs, a separate 
handbook is available. 
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SO THE COMPANY was 
4. ¢ STRUGGLING AFTER THE 
en 
[WISH | COULD FIND A DISASTER. PROFITS Were 
COPY OF THAT NOT THAT WAY DOWN! AND THERE twas 
_ THEY EVER PUT ANYTHING = TROUBLE AT THE FACTORY 
“INCRIMINATING IN PRINT EMPLOYEES saw Tunes 
: THEY SHOULDN'T HAVE 
AND THERE WERE 
ACCIDENTS LEADING 


ex Gee TO LAWSUITS. 
DR. SAWYER FIGURED | 
we CouLd SOLVE ALL YY 


THESE PROBLEMS WITH 222 3980 = 
AN EXPERIMENTAL 664606000 6. 


PROGRAM. GIANT TOYS =a] 
ae fh LIVING | FEEL LIKE CERTAIN SENIOR 


, Ss. HE EMPLOYEES SHOULD HAVE ASKED | 
eae MORE QUESTIONS AT THIS 
CREATE THEM, AND POINT. BUT THEY WERE 
—-THEY'D WORK AT DESPERATE TO TURN THE 
THE FACTORY COMPANY AROUND, AND THE 

— DOCTOR GOT TO DO WHATEVER ~ 

HE WANTED. HE HAD A NURSERY — 
FULL OF ORPHANS, AND NO | 
ONE WOULD KNOW IF ANYTHING — 
| HAPPENED TO THEM. 


A reminder that under the terms of your employment with Playtime Co., you are not 
to discuss anything that happens inside the factory with anyone. If you thought you 
saw something odd or disturbing, perhaps something that might be of interest to law 
enforcement, it’s important to remember that 110, YOU did't. 


_ THE GRABPACK 
&g Another great Playtime Co. innovation! 


The GrabPack is here to make your job easier. In return, you must 
FESPECF the GrabPack. Look after it and don’t use it for 
anything it’s not designed for. 


| The GrabPack was invented by Elliot Ludwig to help him in the factory as 
he got a little older, but it was so “handy” we rolled it out to all employees. 


————————————————————————————————— 


In basic terms, it’s a backpack with two extendable hands, which have 
_ multiple functions. It can be used to operate controls, fetch objects, and 
even connect electrical circuits. It can also open color-coded doors. 


The green hand can store an electrical charge temporarily, so power can be 
transferred between outlets. The yellow hand is more specialized and will only 
be issued to employees who apply for one and are judged to require it for 
their work (for instance, employees who often need to reach high places). It 
launches the user into the air, and due to the obvious risks of this, it can only 
be issued to select employees after completing a course. 


THE GRABPAC. ye 
AND NOT Just DOES COME IN Hanpy 
oe ; : 
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Once you start using 
it, you'll wonder why 
every workplace 
doesn’t have these 
GrabPacks! Well, it’s 
because we patented 
the technology and 
don't let anyone else 
use it. 


Visitors to the factory 
also get to use a 
GrabPack, so they 
feel like they’re really 
part of the team! 

But they're not. They 
should only use their 
GrabPack for the 
Make-A-Friend 
machine. Orphans 
can use it in the 
Game Station. 


Don't let visitors operate heavy machinery with it and certainly don’t let them fire it 
at one another. But most importantly, make sure a responsible adult from each tour 
party signs the standard waiver, which states, “Playtime Co. is not responsible for 
any injuries caused by the GrabPack.’ 


GUIDANCE FoR 
GUIDES 


_ Our tours have been a hugely successful part of Playtime Co’s operations 
for several decades now. Not only are they a great source of revenue, but 

they also help our customers feel closer to us as a company, while also 
making it clear we have absolutely nothing to hide! 


Tours take place on Wednesdays, Thursdays, and Fridays, and 
neve" at any other times. Some tour days will be unavailable 
at Playtime Co’s discretion. 
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It’s very important to keep tours strictly to the approved areas of the factory: the 
entrance, the main lobby, the Theater, the Make-A-Friend machine, and the Gift Shop. 
If a visitor sees something unauthorized, we have measures to deal with this situation, 
but it’s much nicer not to have to use them! 


If you're joining our tour-guiding team, you'll be getting specialized training in how 
to conduct yourself on tours, as well as the official history of the company. 


at 


Most of our employees will 
encounter tour parties at some 
point, and some of you will have 
tours coming through your part of 
the factory regularly. Do whatever 
it takes to make them happy! 
Except letting them use the factory 
equipment. Or playing on the 
conveyors. Or taking more toys 
than the ticket price entitles them 
to. Just use your common sense 
on this. 
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It’s where the magic happens! 


The Playtime factory can be a confusing place to navigate. It’s pretty huge, 
and just when you think you’ve seen it all, you find another 
wing. But don’t worry! We'll help you find your way around. 


MAIN ENTRANCE 


All visitors to the factory will enter this way. It’s important they get a good 
first impression, so always put on a sunny smile in this area! Don’t forget, 


you're on camera! 


GIFT SHOP 


This is located on the right-hand side of the entrance, so visitors can buy 
our products on their way out. Or their way in! There’s never a bad time to 
buy Playtime Co. products! And remember, they don’t have to be a gift—it’s 
perfectly acceptable to buy things for yourself from the Gift Shop. 


SECURITY OFFICE 


This Is located to the left of the entrance, and it is the base for 
our security operation. Suspicious visitors, or anyone suspected of 
stealing from the factory, will be escorted to this office. If you have 
anything to report, call the office and, if necessary, we'll bring you 
down here for an interview. 


The door is protected with a color code. If you need this code, you'll be 
given it. Do not disclose the code to anyone, especially anyone who 
isn't a Playtime employee! 


GrabPacks are an important part of security because they are used to open and close 
a lot of the doors in the factory. So you may be brought to the Security Office to get 
training on how to use your GrabPack. Please pay attention to the informational tape! 
It costs money to make those things, you know. 


Interested in a career in security? 
We're always looking for more people. You'd be surprised how much security 
a toy factory needs! We can give you all the training you need to join our 
retrieval te@dmM. Drop by the office and ask for an application form. 
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LOBBY 


The fun starts here! Visitors love seeing the giant Huggy Wuggy right 
when they enter Playtime Co. There are seven different doors leading 
off the room, and you'll walk through here every day as you move from 
one area of the factory to the next. Don’t forget to say “Hi” to Huggy 
Wuggy as you pass! 


Security Report. 
ee 


‘Subject _ em : a 
In the evening of June 18, 1992, 
Subject ITO escaped from the 
factory through a ventilation 
shaft. This wat witnessed by two 
members of staff who raised the 
alarm at 10:27 p.m, 


(Bibi dalle Ee a 
A retrieval team wat mobitized at 10:30 pm, Due to 70 speed, he Wat 
dimost a half-mile away by this time. However, we tracked 
him down in the forests One member of the team attempted to subdue 


#70 with tranquilizer darts after he rammed into his vehicle's windscreen. | 


At 10:08 pm, ITO was located at a railroad crossing. Again 

we fired tranquilizer darts at him, but he remained conscious. The 
effectiveness of our tranquilizers needs to be looked at. He escaped into 
the woods again, where he fed on deer. At II:34 pm. another member of 
the team located him. 


The search radius was expanded to four | 
| square miles, including residential areas. At | 
| 3:08 am, cameras caught 10 ovtidea 
house, where his intentions were unclear. 


10 and brought him 

the factory. Five members of the = 
team were killed and another a 
ve not yet been found. 2 


THE FACTO 
SHORT NOTICE IN ORDER 


TO CLEAN Up 


POWER ROOM 


Only maintenance employees should need to use this room. Your basic 
training should have covered what to do if you need to get the power back 
on in an emergency. BO MOF let visitors wander in here! Kids love to 
flick switches, push buttons, and stick their fingers in things. 


ELECTRICAL INSTRUCTIONS | 


There < re two sockets that can be connected by using your GrabPack. 
tra the table around ay two paar ae to upES the circuit. 


STORAGE AND SUPPLY 


This area is mostly used for storing parts for the Make-A-Friend machine: 
Please try to keep the floor tidy! Tools and equipment can cause accidents 
if left lying around. Safety is so important to us here at Playtime Co. 


The control panel on the walkway needs four fuses to operate. PLease 
leave these fuses in the panel! If they’re removed, they very easily get 
scattered across the floor and lost in corners. If you arrive in this room and 
find the fuses are f20'F in the panel, please look for them and put them 
back where they belong! 


CONVEYOR NETWORK 


A lot of rooms in the factory are linked by conveyor networks. 
These are designed for moving parts and products, not people! 
Do not use them to get from one part of the factory to another, 
and only enter them if you need to make repairs, move anything 
that’s gotten stuck in the system, or get the power back on. 


Please do not let children get into the conveyor network during tours. 
In the past, this has shut the factory down for hours while we track 
down and retrieve young visitors from the system. Every tour should 
include the words, “The conveyor network is not a ride!” 


ELECTRICAL INSTRUCTIONS 


1 If the hatch at the end of this conveyor is closed, the power 
will need to be restored, and it will be necessary to walk 
through the system. 


2 Find an upward sloping belt you can climb. The slopes that 
are made up of rollers are impossible to climb, as you will 
just slide back down. 


3 From the top of the slope, you will be able to see two sockets: 
the one next to the hatch and another one. Use your GrabPack 


to connect to the second of these sockets. 


4 Slide down the left-hand side of the slope with the power post 
on it so your cable wraps around the post. 


5 Return to the hatch and connect to the socket here. 
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_ MAKE-A-FRIEND ROOM 
This iS the true heart of the factory. When it was built in 1960, this was 


the most advanced toy construction machinery in the world—a completely 
automated system—and it’s still in use today. Invented by Elliot Ludwig, this 


we 


machine is the pride of Playtime Co., and every visitor is brought here to : 
experience the magic of pulling the three levers and watching their new 
best friend roll off the production line. 


1 The power system for the Make- A Friend machine i is. oe Ae : L 
it, in the walkways near the ceiling. Take care on these walkwa VS Boe = 

_ there are sliding sections that should be Teed into place before - 
you Walk across. 


__ELEGTRICALINS INSTRUCTIONS = | 


2 Connect to the first ae betore you cross 6 the power poles; wrap 
— your cable around the oe Poe first ae then the left-hand one. 


3 Slide down the he $0 you can cross to the second socket Be careful 
when crossing, a as this will extend the GrabPack cable io its. limit, 


Our motto for tours has always been “Nobody Leaves Without a Toy.’ You should 
make clear to any visitors that this only refers to leaving the Make-A-Friend 
machine room, not the factory. If they want to take the toy home, they will 

need to buy it at the Gift Shop. 


However, to make sure no one forgets, we have installed a system on the 
exit that only opens the door when a toy is placed on the scanner. . 
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p primarily with your back may 


__ Studies indicate that lifting 


| cause permanent muscle 
| damage and lack of mobility. 


STORAGE BAY 


This area isn’t used much. Don’t take visitors here, even as a shortcut. It’s a 
long way down from that walkway, and we don’t want any more accidents. And 
be careful using your GrabPack in this area. There are always crates and stuff 
stacked around the place, and if you hit any of them with your GrabPack, it 
could easily bring them tumbling down on someone's head! 


| IS ABOUT THE AREA 
NOTHING (N THIS HANDEOES THAT'S PAINTED ON 


(TS 
ANT TO GO IN THERE. 
THE WALL. NO ONE [S MEA cAMILY HOME, BUT 


LIKE A HALLWAY IN A 'S BASICALLY POPPY'S 
T GOES ND ON. (TS 
eS oA Te INSIDE A GLASS CASE. 
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MOST . BUT T MIGH 
h ae THEM DOny'T KNOW be ae LiKe HE 
THAT SHe's fe ROOM SIGN Fro BE ABLE 
DO SHE'S ACTUALLY He WANTED _-. POPPY. 
» PONT KNo RE. | TO 'NISIT 


BRE ets OFFICE, 


Our late founder's office is located in the center of a long hallway. You can’t 
miss it; there’s a plaque with his name over the door! Just think, this is the 
space where he generated the wonderful ideas that made this company 
great. But don’t go in. Just think, and feel inspired. 


This room is usually kept locked, but cleaning staff keep a key so they can 


get in to clean it. If you are cleaning staff, BQ@ NOF move anything in this 
office. Just clean around it and keep the dust off. Everything is to be kept 
as Mr. Ludwig left it. 
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MAINTENANCE CLOSET 


This is just a space used by maintenance staff for storage. Check with 


them before you leave anything in here, otherwise it may be taken away 


and disposed of. 
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SENIOR STAFF ACCESS MAE 
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This room contains exclusive access routes for senior staff members. Use of 
these routes by unauthorized staff is a diSCiplinary offense 


| and may result in termination of your employment. If you become aware of 
_ other staff members using these routes, report it to security immediately. 


Se ee ee ; 


NAVIGATION ROOM 


This leads to some of the factory’s most exciting areas—Game Station, 
Innovation, Playplace, Research, and Production. It’s a perfect place to 
go if you're lost and need to find your way back! 


SECONDARY POWER ROOM 


The factory is a big place and uses a lot of energy, so another power room 
is needed. Some staff members have complained that connecting the 
sockets in this room is a little complicated, but it really isn’t! You just have 
to remember that every time your GrabPack connects a socket to a power 
post, this will trigger a part of the walkway to shoot upward, and if the cable 
is in the way, then it will sever the connection. 


ELECTRICAL INSTRUCTIONS 


1 Stand on the left walkway, near the socket, and shoot your hand at 
the socket on the right, so your cable lies behind the blue pipe. This 
will keep it clear of the moving part of the walkway on your right. 


2 Then go back up the walkway, keeping close to the barrier that’s next 
to the blue pole, so you keep the cable clear of the moving part of 
this walkway. 


3 Now go back to the walkway on your right and wrap your cable 
around the power pole here. Then you can cross over to the left 
and wrap it around the other pole. Go back to the platform on the 
right and make the final connection to the socket on He left with 
your other hand. See? Simple! 


GAME STATION 


This is a very special part of the Playtime factory, built specially for the orphans 
adopted by the company as part of our commitment to poor, unfortunate 
children. It contains several attractions and offers enough fun to forget the 
outside world. Mommy Long Legs is their guide here, making sure everyone 

is safe and having a great time! 


Pledqse note: Employees are (30F permitted to spend their breaks 
here, whether it is in use by orphans or not. If you see anyone using the 
Game Station without authorization, or holding parties here after hours, 
please report them to management. 


Employees playing 
games that are meant 
for orphans to use 
makes Mommy Long 
Legs very sad! 


The three levers on the 
train platform’s control 
panel open up the 
Game Station areas. 


MEMBERS OF THE TOURS DEPARTMENT HAVE | 
ASKED SEVERAL TIMES IF THEY CAN INCLUDE THE 

GAME STATION ON THE FACTORY TOUR, FIGURING | 

IT'D BE A FUN WAY TO END THE DAY THEY | 

WOULDN'T ASK FOR THIS (F THEY KNEW WHAT | 

IT'S REALLY ABOUT, OR WHO RUNS THE SAMES. | 
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MUSICAL MEMORY 


This is the first game we provide for our orphans to play. It’s a test of brain 
power, and it’s also great fun! Kids must remember sequences of colors, 
shapes, symbols, and letters and push the right buttons in the right order. If 
they get it wrong, Bunzo Bunny will lower from the ceiling—oh no! 

If Bunzo reaches them, it’s game over. 


IF YOU’RE HELPING TO RUN THIS GAME, IT MAY BE 
USEFUL FOR YOU TO KNOW HOW THE ROUNDS WORK: 


¢ The first round uses four colors: red, yellow, green, and blue. 
e The second round adds violet. 


¢ The third adds white and orange. 


¢ The fourth round adds J, 9, ?, 1, and :). 


¢ The fifth round is an extra-special challenge! It adds turquoise, G, A, 
burgundy, 2, 0, tangerine, A, *, E, and more. It goes pretty fast, too! An 
emergency cancel button pops up so if the player is overwhelmed by 
this, all they have to do is hit the button. 


Note that the puzzle uses different 

sequences each time, so players 
(M NOT su can’t solve it by watching someone 
ACTUALLY see ORPHANS | else and remembering what they 
HEARD SOM did. Don’t let them help one 
another. We want to know how well 
ONE SCREAMS [EF a a ; they can do it! It’s important. 


8q 


This game is an obstacle course with a twist: You’re only allowed to 
Step through it when it’s dark! If the light comes on, you have to stop, 
or PJ Pugapillar will munch you down! (We advise Game Station 
employees to carry a flashlight at all times in case of accidents. ) 


Note that players don’t have to stop moving completely and are 
allowed to look around. They're just not allowed to move their feet. 
When the lights come on, they should take the time to get their 
bearings and consider their next move! 


THERE ARE FOUR SECTIONS TO THE STATUES COURSE: 


e The first is a castle-style maze. 


The second is a series of rings with a pit filled with foam chunks 
underneath. Players can try to swing from the rings, which light up in the 
darkness. If they fall, the foam chunks will slow them down, and they 
may think they will be caught by PJ—however, PJ only catches the 
player if they move in the light. 


The third is a tunnel maze with three different openings: easy, medium, 
and hard. There's a special prize of a PJ Pugapillar statue for anyone 
: who completes the hard route! (Don’t tell the orphans, but the medium 
route is entirely pointless. We're just interested to see who picks it.) 


The fourth is another foam pit, this time with larger blocks for the player 
to jump between. 


OBSERVERS OF THE GAMES CAN WATCH FROM THE 
VIEWING ROOM AT THE SIDE, WHICH HAS LARGE 
WINDOWS LOOKING OUT ACROSS THE PLAY AREA. 


WACK-A-wuGGY 


One of our most popular games, Wack-A-Wuggy is where you have to 
watch out for the Wuggys emerging from the pipes and whack them 
with one of your GrabPack hands. (The GrabPack Storage room is 
conveniently located to the right of the Game Station.) Make sure 
the room is well-lit, as the game ts very difficult in the dark! 


— th Te —— a 


Wack-A-Wugey lets children take out their excess energy in a 
harmiess way, helping to make the world a calmer place. Our . 
scientists have studied this and confirm it to be the case. It 
helps our Playtime orphans grow into well-adjusted people. | 


ELECTRICAL INSTRUCTIONS 


1 If you need to restore power to the Statues 
fame, take the charge out of one socket and 
put it in the other to activate the grapple bar 
above you. 


2 Use this grapple bar to get up and connect to 
the left-hand socket up here. Don't use your 
freen hand as you'll need it for the next step. 


3 Drop down to the floor, wrap around the power 
posts, and then activate the grapple bar again 
$0 yOu Can get up and make the connection, 


THESE "ELECTRICAL INSTRUC 
MUST HAVE BEEN ADDED. Ai ~~ 


MOLDING ROOM | 


This is where we manufacture parts for the GrabPacks. Our orphans 
will need to use GrabPacks to play the games, but if their GrabPack 
is faulty, they may be upset or frustrated. So you can make it into an 
extra treat for them by bringing them down here to make a 
replacement hand themselves! At Playtime Co., we can always 

turn a disaster into a good time. 


As well as manufacturing the green GrabPack hand in this room, 

we keep an informational VHS tape that explains what the hand 
does. Please watch this tape if you've never used the green 
hand before—it’'s a little different! 


You can activate the equipment in here by pulling the lever on the 
wall, then use the control panel, hitting the buttons from right to 
left. Make sure the pipework is all operational as you go through 
the process. 


If the machine runs out of paint, a light on the panel will flash and a sign on one of 
the machines will indicate NO PAINT. To refill the machine, climb the walkway that will 
take you up to the machine. You should find more paint on the conveyor belt, which 
you can put in the machine. 


If you need to test the new hand, there’s a green socket you can take the charge from 
and transfer it to the red socket. 
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ARE SiieecknaD 


This is where we keep products that were designed and developed but didn’t 
meet Playtime Co-s high standards. Don’t include this room on tours—people 
don’t want to see our failed ideas! But it’s important we keep a record of these 
things so we don’t repeat our mistakes. And who knows, sometimes yesterday’s 
failed idea can inspire tomorrow's stroke of genius. 


There’s an elevator platform at the end of this room. Don’t overload this 
platform! If anything too heavy is placed on it, the platform will not rise 
until the excess weight is removed. 


If you do need to move anything heavy, this room is equipped with a crane 
that runs along a track on the ceiling. You can use your GrabPack to move 
this crane into position, and use the GrabPack’s green hand to get power 
and transfer it to the crane. 
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ACCESS PASSAGES 


These corridors are used for moving things around the factory. They 
can also be used to exit in an emergency, So please ensure nothing 
is left blocking them. Also, the power lift needs to be in good working 
order—we don’t want people to get stuck here! 


ELECTRICAL INSTRUCTIONS 


1 If the power is off, you'll need to follow a particular sequence of 
steps to turn it on. This connection is awkward due to the particular 
architecture of this eons So please avoid ue the power off 
if atall Eee 


2 Connect to the socket in the corridor. When your cable makes 
contact. with the power pole, the platform will start moving up, SO 
‘hop’ on it before it goes too nae 


io ines second power pole is up nee but you will not be able to get 
down or reach the other socket. So detach from the first socket and 
let te platform descend without you on it. 


4 Crouch down, Shock your hand to the first socket again, and wrap 
around the higher oe ao 


ae 5 sing p back a dio the lower pole, and connect to the 
____ other socket. The platform and door should now be operational. 


CART TRACKS 


For faster transportation of items around the factory, we have a cart system. 
Again, visitors are to be reminded these carts are not for riding in. You can 
easily move carts around by using your GrabPack. Some of our employees 
have given names to the carts—they’re such a quirky and creative bunch! 


ELECTRICAL INSTRUCTIONS 


1 A series of grills are installed on the tracks and in the corridors 
here for safety and security reasons. Some of these grills can be 
opened by using the green GrabPack hand to take and apply 
electrical charge. 


2 By walking around the corridors, you can get onto the other side of 
the first two grills and open them up by operating the levers. 


3 The third grill can be opened by powering up the sockets on either 
side of it. Get a charge from the first socket and bring it back to the 
final grill, but don’t put it in either of the sockets by this grill. 


4 Instead, power up the socket in the corridor to your right to open 
_another grill, which has a powered socket behind it. Take the charge 
from this socket and put it in one of the sockets by the final grill. 
Then take the charge back out of the socket in the corridor and put 
that in the other one. 


5 Remember, the charge doesn’t last long, so you need to complete 
this task quickly or you'll have to start again. 


WATER TREATMENT ROOM 


The facto has its own water treatment facilities. BO not drink 
the water here or allow visitors to drink the water. Above all, 910 
swimming is permitted in the Water Treatment Room. 

This is for your own good, as well as everyone else's. 


Using the controls, you can rotate the two sections of walkway to 
make a bridge over the water tank to get where you need to go. 


It’s very simple! Please do not hit the buttons repeatedly as the 
mechanism may be damaged. 
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ROOM C2 


The production line for Bunzo Bunny runs through here, and Bunzo toys are 

carried along conveyors from one part of the factory to another. The buttons 

on the walls change the direction of the conveyors, but OnLY duthorized 
Personnel should make adjustments to these conveyors. Otherwise, all our 
Bunzos could end up in the wrong places and NO ONE WGNntS that. 


If you BO need to send the Bunzos higher into the conveyor system, you can use the 
elevator to move up and down. The buttons will make the Bunzos go left instead of 
right, which will keep them in the system. The arrows clearly indicate which way the 
conveyors are running. Follow these instructions carefully: 


The red button at the top, to the left of the yellow pipes, will send the Bunzos 

into a part of the system where the conveyors don’t connect up. If you send them 
here, they will fall off and become lodged in the pipes. If this happens, please take 
the elevator down and remove them. If you press the button above the gap in the 
conveyors, any Bunzo on that last conveyor will come back toward you. 


The maintenance department has been informed about the gap in the conveyors. 
Many times. 
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SUBSIDIARY POWER ROOM 


This can be found in the depths of the building. The factory certainly does 
use a LOF of power! 


“ELECTRICAL INSTRUCTIONS ‘[Blautime ” 
Z 1 Connect to the socket in this room with 


the blue hand of your GrabPack and wrap 
_ the cable core the left-hand ee 


2 This will ae down the cover over the 
- powered-up socket, so you can charge 
the green hand of your GrabPack. 


3 You can use this charge to get the power on 
in the next room, which will open the gate. 


4 Now that the gate is open, reconnect to the 
first socket, wrap the cable around the two 
power poles, and connect to the socket 
behind the gate. 


CONVEYOR 
OUTLET 


This is just an access point for 
the conveyor system, but we 
tried to brighten it up a little by 
painting a nice picture of Candy 
Cat on the wall. The lever here 
activates the conveyor belt. 


POWER ROUTING ROOM 


This room is easy to identify by the four colored levers on the walls. 
You must operate these levers in the correct sequence. If you forget the 
sequence, use your GrabPack to grapple up into the ceiling and check 
the numbers on the battery packs: 


The door to this room will only open when the power is on. 


INCINERATING ROOM 


The furnace here has lots of uses! It’s mainly for heating and shaping metal 
components, but it also helps heat the factory. And like any normal company, 
from time to time we need to burn stuff and ensure it’s never seen again. If 
your supervisor or any senior member of staff asks you to burn something for 
them, don’t ask questions! Just head down to the furnace and get burning. 


And don’t bring visitors down here, unless they're giving you a lot of trouble! 
Just kidding. But seriously, don’t bring them down here. 


Obviously don’t walk into the furnace! But if you do somehow find yourself 
in there, stay at the far end of it until the flames die down, and you should 
be safe. Please note that Playtime Co. accepts no responsibility for injury 
sustained by employees who walk into the furnace. 


: MAI NTENANCE NOTE 


ain gear in the machinery fetes wears 
- out easily. If you need to make a ‘new one. the 
gear mold should be stored on a shelf. You 
can climb the oy to the mo id slot } 


pm mec anism on the opposi e wa iD 


"The eee is used to break up te pieces of waste before they're disposed of, 
" and whoa, it is S$WPEF’ dangerous! When it’s not in use, the power should be 
" disconnected, because otherwise this is just a lawsuit waiting to happen. Anyone 

| going near it risks getting their limbs caught in the grinder, which will draw them 
| into it—a great way to get rid of anyone you don’t want around! We're joking, of 
course. It would be a terrible tragedy if anyone got caught in the grinder. 


Sa qu 


as a way of getting from one part of the factory to another, even if you 
| are if} ¢ KUPFY. There are grapple bars in this area, but they are only 
| to be used in an emergency. Only use them if you have become stuck in the 


| This is aes c a necessary part of the fea but please dO OF use it : 
sewers by circumstances beyond your control. | 
L 


| This i is located behind and under the 
| Game Station and contains many 

| essential pipes and wires. We are 
"currently compiling a guide to what 
all these do and where they 

| go, because we're not actually sure. — 
: Contact the maintenance team if 

: you'd like to volunteer to help. 
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PLAYCARE 


It's not enough to say you care, you have to show it! 


Becoming one of the world’s leading toy brands is all very well, but the 
achievement that makes us most proud is our Playcare program. The work 
we do here really makes a difference to the lives of children who otherwise 
wouldn’t have had much of a chance in life. 


Elliot Ludwig founded Playcare in 1976 with the aim of creating a 
state-of-the-art childcare system for orphans. It’s a home that takes care 
of all their needs: play, education, and, if necessary, treatment for trauma. 
There’s no need for them to leave—ever! 


We hope to provide opportunities for our orphans to remain in the Playtime 
family and work at the factory. We strive to identify their potential and do 
what we can to help them achieve it. 


Under the leadership of Stella Greyber, Playcare has shown continued 
success and is even more important to what we do at Playtime Co. 
Our Playcare orphans learn from us, and we learn a lot from them, too! 


We’re sure you'll understand the orphans’ welfare must be our top priority, 
and so access to Playcare will only be given to employees who have passed our 
strict background checks. 


THEY ARE VERY CAREFUL ABOUT NOT LETTING — 
EMPLOYEES OUTSIDE PLAYCARE ANI = ME 
- ATION TALK 7 TO THE ORPHANS. | GUE: 
: se WwW THE “ORPHANS, THEY 
ONE OF THEM SUDDENLY 


Seer | hours after coat she ted to. Rind wd walk to tothe other ie : 
the cell but couldn't keep her Pee She looks to be ey fe nes 
continuing co en - 


she's ne to. soream, i de “Gh no Voice. thes sient ™ not sure a 
if she pe shes not tra 4 oe oe ae 


ae 8 a Dr. lane ot Ce Dade Bodies cheat that we can 
Loe into a ficlon setting th ae more work will I need 4 to a ae 


THE DOME 


qq 


Growing up in a toy factory means you don’t have a lot of outside space, so 
| we made the Dome to compensate for that. The Dome’s ceiling shows a bright 
| blue sky in the daytime and changes to a moon and stars at night. 


A generator, which powers the whole Playcare department, is housed in the 
ceiling. The control panel for this is concealed near the entrance of Home 

Sweet Home. (It’s hidden so the orphans don’t interfere with it!) Employees need 
the correct key access in order to use the elevator that takes them up 

to the Generator Room. 


SMILING CRITTERS WAS ALL 
BOUND UP WITH THE BIGGER 
BODIES INITIATIVE AND ITS LINKS 
TO PLAYCARE. | WONDER IF 
THERE'S A LINK BETWEEN THE 
EDUCATION THE ORPHANS SOT IN 
PLAYCARE AND THE MESSASES 
AND MORALS FROM THE — 
CARTOON SHOW 


WE CREATED BIGcE R 
BODIES VERSIONS OF 
EACH TOY IN THE SMILING 
CRITTERS LINE AND 
ASSIGNED THEM TO 
DIFFERENT PARTS OF 
PLAYCARE, AND THE 
FACTORY AS A WHOLE. [a 


HOME SWEET HOME 


Whenever the orphans are not engaged in organized activities like schooling 

or the Game Station, this is where they go to play, read, or sleep. There are 
separate boys’ and girls’ dormitories decorated in a Victorian style. The modern | 
world is a hectic and dangerous place, so why not let our orphans grow up in ee 
a better, more simple time? 


Some of the children who live here have come from difficult backgrounds and 
have trouble getting to sleep at night, which can keep the other children awake. 
We create an environment where they are QUGFGNTES a good night’s 
sleep, leaving them fresh for the next day’s activities. 
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TOY STORE 


The orphans are permitted access to the Toy Store to select toys of their own, 
choosing from the full Playtime Co. range. Free choice and identification with 
particular characters is important. 


Our older orphans may 
feel they have outgrown 
Playtime products, but 
they are to be strongly 
discouraged from this 
notion. Their attachment 
to our characters and 
products should be 
maintained while they 
are living here, and we 
also discourage them 
from making “dark” 
interpretations of 

our characters. 
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| orphan children 


harbors a state-of-the-art 
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“Playtime Co. 
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SCHOOLHOUSE Ce 
PLAYTIME MADE A DO 

The Playcare orphans receive all their education THAT WAS A ves e 
here, ranging from kindergarten to hign school. = AND WE useD if 
Recently, Stella Greyber and Leith Pierre have 
overhauled the curriculum in an exciting way, 
adding more content concerning Playtime Co. 


itself. It’s important the orphans know about the 


company’s history and philosophy and the role 
Playtime Co.s played in their lives. Their loyalty E = 


is very important to us! 


We also want the orphans to understand what's 
involved in true innovation, and that it doesn’t 

come without a cost. If we want a better future, 
we have to make some sacrifices! They're never 
too young to learn that. 


PLAYHOUSE 


AND T, 6 

This is a place where the children can hang foes a hen: NOT 
out and play during breaks from the school HAPPENED TO THEI 
day. Playtime Co. toys are available for them to TOYS, Ever IE a vo 
play with. Note that the orphans are no longer MENTION Ge EVERYOn 
permitted to bring toys made by other companies PRETENDS LIKE THe — 
when they come under our care. If employees see NEVER EXISTED nie 
any toys from other brands while working here, THERE'S NO SUCH Tne: 


they are to remove them. 


COUNSELORS: OFFICES 


Our counselors act as parental figures for the orphans, looking after their 
day-to-day needs. Counseling sessions for our traumatized and:sensitive 
orphans take place here, and this is also where we store files on the children. 


These files contain sensitive information, so please don’t read them! We 
know they’re very interesting (Some of those orphans have unbelievable 
backstories), but they should not be read without the explicit permission 
of Stella Greyber, whose office is also located here. 
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SURELY THEY MUST HAVE FIGURED SOMETHING ee 

WAS GOING ON-ALL THE ORPHANS WHO SUDDENLY nue 

New HOMES AND MOVE OUT | GUESS PEOPLE WANT 
THINK THEY'RE DOING GOOD IN THE WORLD, AND O 
THE SURFACE, PLAYCARE LOOKS LIKE A GOOD THING. 


and detall my ideas for safety ao 
in the future. | won't see a. 


TRAIN STATION 


Not to be confused with the Game Station train! This one is much less fun, 
we're afraid. It’s a small subway system that takes employees to different 
parts of the factory. But it helps get you around quickly and saves your 
energy for work! The train station also has an Arcade Room, as part of our 
commitment to fun. 
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THEATER 


This is an important part of the tours, as we put on performances here featuring 
Our popular characters and we can also screen films. At the moment, these 
performances only take place at the factory, but who knows, maybe one day 
we'll take them on tour and unleash our Playtime pals on the wider world! 


Other attractions of the Theater include a large Huggy Wuggy statue in front 
of the ticket desk, as well as statues of Bron, Kissy Missy, and others. We're 
currently renovating It to add exciting new areas. 


For those conducting tours, remember to check tobe sure any children haven't 
hidden in any of the Port-A-Lounges, and make sure they don’t sneak backstage. 
We don’t want to spoil the magic for them! 


Snacks available in the lobby include 
character-branded items like Boogie Bites, 
Dino Dots, PJ Puffs, and Huggy Bricks. 
These are exclusive to the tour experience. 
You can’t buy them anywhere outside 

the factory! : 


Please note we are f90F currently looking 
to hire any new performers to play the 

roles of our characters in the show. We’ve 
made arrangements for this that we think 
will work well for the company going forward. 
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PRODUCTION LINE 


The Make-A-Friend machine can’t cope with all the demands of manufacturing Playtime 
Co. products, and this area contains much of the machinery we use for this. 


NEED TO SHUT IT ALL OUT? 


In several areas of the factory, we ve introduced another of our great, 
original ideas: the Port-A-Lounge. These may look like ordinary equipment 
lockers painted in bright colors, and that’s exactly what they are. If you feel 
overwhelmed by your responsibilities, or a colleague is driving you crazy, 
step into a Port-A-Lounge for a mental health break. Stay in there as long 
as you need to! * 


*For breaks longer than five minutes, your pay will be docked. No more than 
one break is to be taken per four-hour shift. Please do not scream while inside 
the Port-A-Lounge. 


DESTROY-A-TOY 


We don’t want rejected or faulty toys getting out into the world where they 
could do serious harm to the reputation of Playtime Co. or result in a 
lawsuit. So instead of just throwing them in the trash, where they might 
fet picked out, given away, or resold, we have the Destroy-A-Toy facility! 


Here, unwanted toys can be incinerated using flame- and tava-creating 
devices. It gets very hot in here, but we must emphasize this is OF an 
excuse to work in your underwear. All employees FPVUS*F wear shins 
and pants at all times, We don’t want to have to remind you again. 


You may think it's strange to devote such a large area of the factory to 
destroying toys. But it's just another one of those things we do differently 
here! We take destruction V@TY seriously. 
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SCREENING ROOM 


This ts a relaxing environment where employees can watch and absorb 
our informational VHS tapes about aspects of the factory and the 
company’s history. You are encouraged to take your breaks here, 


THERE ARE ALWAYS PLENTY OF TAPES AROUND, 
SO IT'S UNDERSTANDABLE THAT WHEN PEOPLE SOT 
CONCERNED ABOUT WHAT WAS GOING ON HERE AND 
WANTED TO MAKE A RECORD OF IT, THEY STARTED 

REUSING THE TAPES. PEOPLE RECORDED THINGS 
AND MADE MORE COPIES. HOPING THE TRUTH WOULD 

SET OUT SOMEHOW. THAT'S WHAT ROWAN STOLL 

THOUSHT, OBVIOUSLY 


THERE'S A TAPE OF THE BOxY BOO 
EXPERIMENTS. THANKFULLY | DON'T THINK 
(M ON IT BUT {T SHOWS THEY KNEW. THEY 

KNEW WHAT THE CREATURES WERE CAPABLE 
OF WE ALL KNEW. 
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EMPLOYEE QuIZ — 


We hope you've been paying attention! 


) When was Playtime Co. founded? 

) How many legs does PJ Pugapillar have? 
3) What pendant does CatNap wear? 

) What is KickinChicken’s favorite activity? 

) How much did Poppy Playtime cost when she launched? 
6) What name was Kick-Me-Paul resubmitted under? 
7) What does the yellow GrabPack hand do? 
8) What days do tours take place? 
9) How many fuses operate the control panel in Storage and Supply? 
10) Which toy does the Make-A-Friend machine make? 
11) What two colors are added in the third round of Musical Memory? 
12) Which room does the Bunzo Bunny production line run through? | 
13) Which component in the Incinerating Room often needs replacing? | 
14) Who is the head of Playcare? 
What are the names of two snacks that are available in the Theater? 


Quiz ANSWERS 


1930 

44 

A moon 

Skateboarding 

$5.99 

Push-Me-Paul 

Launches the user into the air 
Wednesdays, Thursdays, and Fridays 
FOUr 

Cat-Bee 

White and orange 

2 

The gear 

Stella Greyber 

Any two: Boogie Bites, Dino Dots, PJ Puffs, or Huggy Bricks 
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